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Towerof Terror f i\/ 




thepnlBe 



D C 



Can ycm wo^ont hew 

add more loomstoo? 



Your moufh dry, your legs areshaldng and yomr beaz^lsflnimiHiig - you've entered 

the Towerof Tenor , . , 

^ PressGtomovethroughtherooms, Agh!! there's a skeleton, then a gbostptlieti 
headless axeman! With each fresh shock your pulse rate rockets. 

Will 76a go on (G), (Hrretre£it(R) to recover a Utl3e?1fi^ch the tlnie- you've onlygot 
until midnight to reach the top of the Tower and the coveted Treasure. Watch your 
pulse rate too. Madness takes over when it r^aqh^&s 15p i|nd nothing c^ i^ti;rp,79a 
leaping to your doom out of the window. 

H0W ft works 

10: Goes to 
to read in data. 

3D: RMis the loom yoa^ie In. 

40-50: Set the staztingtiimA and 
pnlse rate. * 

90: PHiLtB any comment stored in R$. 

100-160: Work out floojT and room 
you are in froxft value of BAiK^aL^ 
priitt this information. 

170-180: Print other iufoxmation. 

190; GF » a flag which 1« net 
when th«ire ht a nasty ahead, 

200: Chedmif ypit*v« reached 

210: Solocts room for trap door. 

220: Random chance of there 
beiu9 something ahead. Goes to 

subroutine if there is. 

230-280: Getplayei^iiqnitaitd 
ftetomit 

290: In c i e awatimp. 

300; Tests for midnight. 

1310: Tests if pnlse rate is too high. 

'330: Checks if yon are in room 
with trap door. 

400^410: Move forward routine. 
Increase pulse if there's a nasty. 

4IEM60: Select a type of nasty 

and it» shock rating. 

47(^-510; Read in data for start of 
gamei 



10 EQBUB 470 

30 LET l»="SQQD 

^1) LET firt=0 

j:^A30 LET H=^:LET «=INTiJtN&[l)*J6^H0 

= G LET c-Q 

EL£tfflINT;PfllNT 

70 PRINT "TDWEfi OF TEftfiDR^' 

flO PR IN? -siJ^^^i^rHes" 

90 PRINT;PRINT R* 

LET Rt=''^']LET Fl^^IlfrfRf^r^^ 

110 LET fi=RM-FL*5+J 

120 PRENTiFRINT "YOU M QN" 

130 IF fL=0 THEN PRINT 'THE ERiJyND FLOOR* 

140 IF FIH THEN PRINT 'THE TOP FLDOft^' 

150 IF FL>0 flND FL<6 THEN PftINT "FLDQR '|FL 

160 PRINT '•IN ROOfI "jR 

170 PRINTjPRINT 'THE TlflE IS VK!\";Hf" Pfl* 

* iBO PRiNTrPRiNT ^YOUP PULSE RATE IS "jP 

190 LET GF=0 

Sp.O IF fi«=30 THEN SQTO 35& 
LET TR=rKTiRHD!l)mi) 

^220 IF RHDa)>.fe THEN &OSUB 420 

230 FHlNT:Pfi.lNT ^RETREAT DR. .60 tlN [^m" 

[★•a 240 LET li^imm 

250 IF It(>''G^' AND UO'R" THEM M;2*0 

2^0 IF If="G" THEN GD5UB m 

■70 IF I*=-fl^ THEN LET RH=^f»f?t>W f -P-S 

2B0 IF Rn=-1 THEN LET Rri=0 

p^290 LHT |l=n+lNTlM(lJ*3ft 

300 IF H^B SDTQ 360 

310 IF P>15& THF« GGTD 330 
TH£H LET ?=40 

IF a=rR AND ma mm 520 

340 EDTQ 

350 PPINT ^tfELL DONE "iSTDP 

360 PRINT:FR1NT UT'S KIDNIGHT!" 

370 PRIN1;PRI«T "TOO LftTE!"jSTOP 

380 PfiiNT "YQU HAVE GONE m AND" 

390 PRINT "LEftPT FRDf^ ^1 WINDDW^":STDP 

m IF Gf=l THEN LET P^P+S*2jLET Rt='AAfiHHHH 

*10 LET P=^P-hLET RMHtlrRETURft 

■0*20 LET TY=INT(flNI3UJ*J*iJ 

' fl30 LET Ui'BUm 

m■lyAi^} let S=INT(PNI)[l)*51+FLa'M2 



<»1 






See if you can add more 
nasties and change 
thttutthock rqliiigSi; 




I IF W>5¥ \m LET ft=f1-60jL£T H=H+1 



What is the Treasiure of 
Tower and how did it 
get thore , . .? For haps 
yon can add yonr Ideas 
totheptos^am. 




a 




450 PRJNTjPRJNT 'AHEAD VfliJ -SEE ft 
460 LET eF=l]RETURN 
470 cm G*(3) 
480 liT eiins'SKELETOH" 
490 LET GI(2J='GHEJST' 
500 LET Gli3)="HEft£iLi€$ 
510 RETURN 

S2p LET [li"'^^Otl FELL JHREHIRH A TRffP SOORrsLET m 



Conversion lines 

^ 4!),2W,220>23(},3Jl),^2&,4:M Igte 

RNDit) with m 
m 4^,210, 220>29O,330, 420, 440 %iiEe 

mm) MitiT mm 

A i<i PfilMT CHirjn47ljf 

• 60 HQMEiPRSNTiPRINT 

* 240 LET It^INKEYIlO} 
A 2,?0 BET It 
.■#.2^?. II^^'j^F PFEH-l 

'then SET li 




=RH-5tLET P*P+IO!llETUPN 




SkuCCs ofthePyramid 



A mind without a body - that's all you've been since that tenible accident all 
those yeais ago» dming the building of Ifhe Pynutdd, 

It tajces all yonr mental energy to satisfy the Evil Spixit Master's demands. 
Every day he forces a number into your mind (if only you could turn him off!). 
You must will skaUs to fall off The Pyramid onto the numbered stones below in an 
attempt to score that number. 

Press 1, 2, 3 or 4 to release a skulL You must use five skulls each go nomoxe, 
no lewsuSeore the xight number and rid yourself of the Curse of The Pyramid. 




^i£xeaa«thd value of SPm 
K~l lii^lOtoapc«dia(p^te 
progiani- 



LET TS'OsLET H^-'O^LH S^l 
LET N=INT(R!lfiU)t30)+10 

CLS:PR!NT ' 

PRINT "SKULLS OF THE PVRAMIIJS 
PRINT 

mm m mmm^ 

Pmi 'ID GET ";NiPRINT 
LET K=3000;E£}SUfl 54fi 
CLSiLET V=2 
m 1=1 TO 4 

LET fl*=STR#fl):L£T 1*4*2*1 

w m 

N£KT r 

LET At^^-^'^iFOfi 1=1 IDS 
LET r=2t2*l 
FOR J=l TD 1+3 
LET )[=7-I+2*3 

GOSUB 560 

mi J 
mj I 

LET ¥=14 

«Mw?iLiT pmmm 

LET )(=lf2#rt6il9S m 

mi I 

LET 5=0 
FOR 1=1 TO S 
LET it=*EHQOSE RDi'^ 
LET 1=0: LIT ¥=0»B05flB 566 

LET I*=INKE)ft 
IF E*=""THEN SOTO 290 
LET R=m(!$) 

IF R<1 QR R>4 THEN GOTO 290 
LET Y=3:LET K=400!LET 
LET F=0 



How the program work*- 



20: CkoosesniiiAlMartiiatpUiiS^ 
miut score. 

30-80: Fi^tsburtiiijimeBBa^ 






350 LET M^-'D- 
360 eOSUB 5iO 
370 SOSUB 540 
380 LET ft*=" ^SOSUB 5iO 
\t^m IF F=0 AND y<t3 THEN LET lt^US6N(RNIHn-J} 
m LET Y=¥+l5LET F=l-F 
410 IF y<U THEN 60TQ 350 
420 LET S=5+iM)/2 
430 LET 1^\^\IU y=0 
440 LET At=STR*(ll+":''+STRtlS) 
450 GOSUB 560 
?i*£:i;«,; 'SI 4to NEXT I 

470 LET K= 1000:60808 m 
m LET S=flBSiS"'8)im TS^TM . 
•A 490 CLSr PRINT I PRINT 

500 PRINT 'VOtlR ftftTlNG IS m '|TS 
510 IF D)l THEN LET K=3000;G0SUB 540JG0TO 20 
520 PRIMT ^fttlfi WWNSD FREH!" 
530 STOP 

54(^ FDR T=l TO K STEP -SPlfiEllT T 

550 RETURN 

■^mm^56^ PRINT imii 

570 RETURN 






PRINTS NEXT:! 




SSO-SZO; Print the sknU and wait. 

3Mt Remove the sloill. 

390; ChooE« which way to 
bounce (if value of F aUtnVi 
sldcw&ys bounce)' 

40D: MoTwdcnll down one mw. 

410: Chftdnif ilqilt haazttUthed 
the bottom. 

420; Works out scojtc depending 



JBO^SOO: AdddHfeieiiiae hetwmt 
score and niunber reqa|K9dlo 
total seoxeu Clear somiitiK 
prinlscoro^ 

mO;ifdl£rer«nc«f£ greater than ■ 
1, qoeB back for another 90. 

520: Prints winning message. 

MO-550; Subrontine tomakdl 
^unpatw paiue for lengttiijf 

5G0-570: Suhiouiineto move 
cujEor to position X,Y on the 



Coniimilon lines 

^20,390 RepidCB RND(l) with RND 
■ 20,390 Replace RND(l) with RNDiO) . 

• 30,90,490 Replace LIS with HOME 
A 30^90,490 Replace CLS with PRINT CHR*(1471 

• 290 It="-rIF MS! SET I* 
A 290 GET I* 
05iO PRINT AT y,X;AJ 

• SAO mBiYti):HTAB(Xtl)tPflINT At 
A540 PRINT CHR*U9)i.iF(JR Lt=l TD Vs 



Ml 



brain in charge of this hulk of bone ait d jlfl ig ^ ^ 
nastiest monsters in the Universe. 

As brain, you must do a lot of qnick and accurate calculations. You must work out 
the muscular effort required to hold offthe monster, for instance, and this involves 
multiiilylng the size of the monster by tbe^^tiuice It is away from you. 

If the numbers look too difficult, you can piess the Panic Button (key P). Youmust 
then work out how much adrenalin the body needs to survive the crisis, by 
dividing heartbeat incanase iN^SiII^ oxygw sti^y. Take care though, over- 
use of thePaid»&Battimiiitli^^^ 
a black out. 

To live to fight another match, you must survive 12 rounds against the monster. 



TT" 



20 
30 
^40 
SO 

m 

70 
75 



LET P=0 
LET K=3 
CLS 
LET 



How the program worib 



110 
]20 
130 
140 

m 
m 

170 
IBO 
190 
200 
210 
220 
230 
•A 240 
250 
2^0 
270 
280 
2?0 

m 



LET N='l 
LET 

LET G=INT(RND(1 
LET I=IMT 
LET Y=y+(i,3 
LET )(=X+0*5 
LET K=(C+0.5 
PRINT 
PRINT 



*¥+)[] 



a, 



PRINT g 

PRINT 

PRINT mmmi hmt 

PRINT I 
PRINT 

PRIST ^wmm mm 

mm 570 

IF I<>6*J im 60TO 320 

CLS 

PRINT '^MONSTER KEPT AT JAV" • 
IF N<11 THEN SOTD 75 
PRINT ^Hli-THE HOhfSTER- 
PRINT "IB TIRED M HAS GONE TO 



30-€0: Set ttpper limits for size of 
monster and distance away, 

70: Sets nimiber of rounds. 

90: Sets dMance away- 

10D-I30: Incre^e upper Uxnitsfov 
size and xiistance by 0.$ each 
JEiiuudt 

210-320; Ask fot answer and||» to 
subioutine to deal with it 

230: If ans^l^E^apMl^Jpi^ 




itltN^O: Winning messiSfftif yOB 
guTTiTe I£ rounds. 



If yon keep losing, 
you'd better slow the 
program down by 
increasing the valne of 
QinUaefieO. 



•A 320 

330 
340 
350 
360 



PRINT TOOK FGft fiNOTHEfi VICTIM." 
PRINT "VQU SURVIVE TQ TELL THE TfiLE 

as 

PRINT "YDU HAVE BEEN CRUSHES* 
PRINT "TQ fl PULP m THE" 
PRINT "HDNSTER'S HUBE 
PRINT 



mi 




DiaccQase Q if the game 
jftlEpo easy for yon. 



STOP 
CLS 

LET W):=INTfRMD(l)#9+l) 
LET t^y=INT(RWDIl.)tm) 
LET W=W)(*W¥ 
LET Mn 

IF pr4 THEN BGTO 7&0 
IF P=3 THEI^ PRINT 'M M 
PRINT "PWIC OKI!" 
PRINT 

PRINT "HEARTBEAT INCREASE! 
PRINT ^DTO S^gfiS^P 

pfiiNT "mmw QF jS5j|niiii8? 

LET 0=^100 
GOSUS 580 

IF torn THEN GOTO 320 
GOTO 75 



Make it hardef for 
yourself - find out hd w 
to inct^ase the number 
of rouitds. 




400^ 10: Set qxTgen Boi^y and 




430-4SQ: Increase panic connt, 
prmi waxning a£tar 3 and end 




CIS; IF mM: 
GOTO 270 
LET C=0 
LET Il=" 
LET ftt=]NK£yt 

IF ft$=i:HRt(131 THEN GOTO iSO 
IF ft$="P" THEN GOTO 3TO 

IF VfiL(flt)#JKl mO''^'' THEN GOTO iSO 
PRINT flj; 
LET Z$=Zt+fl$ 
LET M+1 

IF fi= 5M THE« GOTO 320 
GOTO 5?0 

LET Mmim 
RETURN 
CLS 

PRINT ■VDU BLACKED OUT" 




-5 10: Print panic mmSl^ftiB 
m uidAflk for answer. 

G^^Nute vftlne of Qforstazti:^ 
tottltt at lilies 6S0-GG0. 

S30: Go«e to a^mver subroutine. 

£»40; If answer incarrectj jniiiEHi 

next roimd or winning message. 

S70-6«h ANSWER SUBROIUflNE. 
570: Sets count to zero. 

580: Sets aside memory for Z$* 

590: Checks for key pres^. 

600: Checks if key pressed Ifi 
R£TUItN(CHR$(imifl^fWRi 
down to line €80. 

610: Checks if P k^^fffipHedaod 
if so, goes to panicr^a^i&ie. 

620: £f nokoypreasad, jnmpfl 



630: If key other than RETQlIf CUE 
P pressed^ if is printed. 

640r 21$ is all keys pressed this round, 

650^660: Time loop.lf Qieacfaes 
1000 before key is pre^iii^fi&n^ 
up to losing message. 

670: Goesbackfor next key press. 

680: Converts nqmbers in 




of panic. 



Conversion lines 

A4O,;4O»320,J9O,55l\7CS|) Change CLS to PffINT mnW) 
• 40,340,320,390,550,700 Chaftgs CLS toHOWE 

,90,400,410 Chanys RHDU) to AMD 
m2(f^n,m,m th.anie mil) to RHDiO) 

s^flo LET' w^n* 

★590 LET fi*=lfeMfll 

A590 GET ftt 

•590 flt="MF PEEK(-IA384)>127 THEN 5ET ^ 

5 If M^"-^ THEfl GQTQ £.50 

x:tS97 PAUSE 40 

04,00 JF M.=iWUJ} THEN PAUSE 20!lj0r0 680 

:M0 ir fit^*i^' THEN PAUSE 30:S0TD Zn 

S^fa30 PRINT flJ;!Pftl!SE 15 

j^hil IF S=ipftO TP,,6f)TR,|^^ 



3aim 



ron* 



Mmmmnun ... people dA taste yuituDTr 
difficult to get close enough to catch them. 

You are ] (for Jaws) and yon can move around by pressing keys A, Z, N and M. See 
how many Ps (people) you can eat before H catches you. There's a snag (of couzse). 



30 LET U=i 

40 LET K$[l) = "ft":L£T M[2]="f1" 



70 
BO 
90 

*A«100 

no 

120 

J30 
MD 
ISQ 

m 
m 
m 

200 

210 
220 
230 



350 

2^0 

m 



LET P)[=2jLET PY=2 

60SUB m 

GOSUB 490jSl]SUB 440 
LET NK^PXaET NV=P¥ 
LET IMINKEYJ 

IF Il-K*(i) THEN LET Hi=Hi-\ 
IF l*=K*(2^ THE« LET ht^mi 
IF ri=KI(J] THEN LET NV^NYfl 

IF THEN LET mm-i 

LET i=N)(!LET ^=NV;SD5l}B 350 
JF F=l THEN SOTD 330 
tfri(=P)(iLET Y'PYrLET 
GOSUB MO 

LET »=NIfLET V^NYaET kUH^ 

gdeus mo 

LET ?i=Ht\l£l P¥=f!V 

IF PX=TX flND P^=TY THEN 340 

IF i»I=a AND PV=S¥ THEN GOTO 2S0 

JF mum mm mm m 

LET UUil^ ¥=I2!LET fl**STOCI^ 

CDSUB MO 

LET ^=^Hmm 



1 dare y cm to make 
tlie htmter move 



Conversion lines 

tSlO DIM K*(l2,li]:Dlf1 3C$[flJ:G(]SUB iiO 

★ lOO LET il=IHKEVS^O^ 

• too I*="":1F m%f^-im\>W THEH 1* 
A 1 00 GET I* 

■6:240i39C,40rj,550^S&& Re^lsce '?ND;1) niih RND 
■ 240,190, 100, 55[i,5fi0 Replace ftNDii) vnih RNEK&l 
•290,600 Replace CL5 Mith HOKE 
AZ90,600 Replace CLS «th PRINT CHRt(H7l 
LET F=OiJF Mfty.^KV ' THEN. LET F=l 
O640 PRINT AT ¥,X;At 
•640 ™(Y)iHTflBU)sPftlNT ftf 
Ai40 PftINT CHR*(I9}jjFQR U'^l TO YtPRINTfHEHTfi*!!* 




NIbW the program works 

10: Seta aside menwir ep»^ f thA 
giidi Goes to snhroatine to readln data 

40-50: S«ldii«ettMlsttt«Kldhl^^ 

move. 

60;Seta8taxtlzigpo^tio(iiforIawsp , 
SO: Goes to Eubrouttues wtiicfa.choose 



100-140; Calcnlatenew position of Jaws 

I50i<3M>jpfestlite|itfy^1^^ 
walL 

160; If it is 9 wall, dont move. 
I ^IM^; Print space at Jaws' old 

XeD>2Hh WmA fti^jimm? bcw pontion. 
210: Sets Jam' poaitloii to new position. 
jSpii^lMKto ^1 landed on P andif so, 



330: Checks if J landed on H and, 
goes down pr ograin to end gskine* 

240: Moves hunter. 

): Print sQoro so far. 



270: Incareases nnniber viwBuffv^m^ 
goas back for next one. 

j^O^ Paiuws so yon can see if you Ve 



X ^. 




■^E540 LET 

m 6DSIIB 530 

580 IF F=l THEN 6QT0 550 

590 mum 

CLSiLET l=i 
m m i=l TQ 12jLET ftl=H*(y} 
i2{i EQSUB hAQimii 



•a 290 cLS^PRrwr ^ycfu have been caught i' 

300 LEr £^IN!( 10000* (T/G))^PIiIHT '70U JI^PD 
310 PRlNT:PftlNr 'flHQTHEfi 6[}7 IT/Mr 
^ rF 4t='*¥* THEN im 20 

530 STOP 

340 LET F=lMiLET tJ=M.03 
350 60SUB 3?Q{W.4?» 

370 LET lt=G](:LET Y=GY!LET A**" ' 

■S>390 LET U=IHr[ftHD[il«4Hl 
m^m LET KZ=lHT(ftHD(n*4I+l 

410 LET r*=w[n} 

i20 LET niK!):^K*iK2JjLET K*iK2)=T* 
fl30 RETURN 
HO SDSUB 550 

♦50 IF Ull m THEN GOTO 4^0 

LET G^^J:LET GY=¥ 
470 LET ft*='*H'iS13Syfl i40 

m mm 

m GDSUG 550 

500 LET U=lilU I'M 

510 LET «="P*jM^-64f 

m Rmm 

iCe53& let F=airmMEtlj{¥J ,)!,lJO" ' THEN LET F^l 
540 RETURN 
■s>550 LET y=INTiRN|ty*HJtS 




TO 12: READ H*m?WeifT I 



£50 AETtifiN 
FOR 1=1 

m mm 

690 DATA 0- 



710 mh 'D Q 
720 PTA '0 



730 DATA 
740 eftTA 







0" 

Of 
D Q" 



'DDQ 

750 DATA -^0 Q DD D 

7i^ MTft "0 mom 0* 

"0 Q" 
'DaDDDDDDgOOQDQPD' 
790 MIA ^PEOPLE EAIENi " 



770 TJATA 

730 DftTrt 



Z90-330: Pxint message andftcoKett 
Jaws is caught. R^ki.i^.'S^ypxmsiflm 
anotheigamer 



bubble 
Score depends on 
miziibtiiT of people 
eateaandmunbev of ^ 



340-360: Subroutine which increases 
veoKeand chaiLce of hxuiter moving ahd 
goev to other mbumtiitea to change 
leeys ronnd and set itew peiwoiL position. 

3Z0-380: Subroutine which removes 



mnew one. 



39Q-430: Subroutine whichciiBiigri^ 



440-^0: Sobrootine for printingbunter, 
using onc^faer Bubroutine to choose ft 
random pomtibn for him. Line 450 
checks position chosen does not 
already have a person In it 

490-520: Subroutine for printing peironj 
using another subfM^I^O CUPOLA - 
random position. 

530-540: Subroutine whichcJieckjBif 
positionXiY coincides with a wmlm^ 
doesFiBSOtlc^JU 

950-500: Subrootbie which diooses a 
tandompos^tionand checksitis not a 

grid. 



640-650: Subroutine which prints at 





660^790^; 
Cwgntdi. 



■1? 

P 



I^ese lines make the grid. 
Tou could change It by 
drawing a new grid on 
squared paper and 
copying it into the 
program using O for walls 
and spaces for passages. 






As chief assistant to Snpenritch, your job is to fly across the land on your bnomfl^MlE 
coUectuig fresh ingredients for her putrid potions. Yon will know exactly what to 
collect eac h time because she tran9mlts her zerolting recipes directly to your 
oompater screen* 



you fly. Press any key to swoop down and pick one up (you must land right on top of it 
to do so). Take care, some of them could be the Broomstick Snatcher in disguise. If yon 
land on her, you'll lose your stick. (Luckily you start the game with three spares.) Tou 




to SD5UB 700:SDSUB 620 

20 LET NH=4jLET H^OiLET FR«S9 

30 mm 53 

40 GOSUB 550 



i30:LET H=NH 





m m 1=1 TO 4:LET S(I)=0:NE)[T 
70 FDR J=] TO 4rLET ^^$=P$in+"s 
30 LET V=1+I;6DSUB ilOjHElI I 
90 Wm 4?0iG05UG 430 

m liF-iN^ im 6dto 25o 

no IF EF^l THEK SOTO 230 

20^ !NKEyf(0]=^"" THEN GOTO % 
30 LET HH=H-1:G0SUB 510 
140 BDSUS 49i):SQSUB 430 
150 LET H=HH 

160 IF H>0 THEN GOTO 130 
170 IF P=17 THEN 5QSUB 320 
180 IF FF=1 TH0I 6Qia 240 

190 BDSUB 530 

200 LET HH=H+U6DSUB SlOieOSUB 490 
210 LET H^HHiIF tNfH imM W 

22$ SQsuB mmiQ m 

230 LET AI="WELL DONE' SUPERHITCH 
240 LET fi*="OtfT DF flROOKSTlCKS! 
250 LET fil="TOO LflTEf" 
260 LET Milll y=15!G0SUfl 610 
270 STOP 

2S0 LET A$="W'':LET ^PjE0SU9 610 
290 FDR T=l TO lOOOiNcifT ! 
300 LET NW=KW-l!.lF NW=0 THEt^ LET Ff 
310 RETURN 

320 IF M THEN 60^6 280iRETUfl 
330 LET 6(R)*e(R)+l 
340 LET fl*=ETR*(G{Rn:LET M 
350 LET Y=1+R!G0SUB filO . 
360 LET P=19:SCSUB 430 / lettewinto 

370 LET F«o imm^^ 
mm mm* 

m B B:a):>^ fl) TttE« IIT F«f*l 




loo hard fox 
yoa? Make the 

bwraasiii9 the 
vabie of FM in line 
ZO.Thispnts 
moie objects 
between the 
start andttte 



^LEASED NITH YDO" 



260 



ACXOESi 

pressed. 

130-1 60: Keep ground and objects 
moving atidmoveiiifKdkdtfm.to 

ground level. 



^^1; CKiec^ flagf or md of gvme* 

ZDO-ZZO: More gzonad and objecte 
past ujittiwtlcfcgiMheBnaw 

height. 

230-270: End messages. 

£80-310: Subroutine which shows 
W if object is Broomstick Snatcher 



320: Siibroiitiue which checlM if 
you landed oallsooowtldc 

Snatcher 

330-350: Increase number of object 
H coUect«d«]|diHfill^l9w4ioi«l«B 

screen. 

320-420: Cbo^if ^^teipfdienti 
fciithlflnc 
collected. 



Why not change the 



4 



How the program WQrks ^ 



2Q:Stl9^.inilfa])les. (See if yoq 
<^ wotfe out what they are.) 

50: £F and FFaj^ nags which aze 
fl«t if game is finished. HH is a 

Taiial>le for holding intermediate 
heights on the way up ot dawn. 



GO:G( )coiint8how many of each 



*oo mi I 

410 IF F=4 imm P*i 

^20 RETURN 

430 LET 6D=6D+i!lF BD=6 THEN LET GD»1 
440 LET ftt=G*ifiD);LET X^lsLET lf- 

440 LET P=P+l!lF P=20 THEM B9SUB « 
470 LET K=P;LET A|a£ti:eflSIffi 
480 RETURN 

490 LET M="-y-=";L£T X=i6:LET V=14-HH 
300 EQSUB 610i{?£TUfiN 

LET «iiE? SfeifelST 

520 EOSUB 6IO1RETURN 
IC153O LET MH=IHTiWil)#5<r3) 

540 RETURN 
■^550 LET R=iNT(RND(l)M)fl 

LET H«0;iF RN!KU>0.fi THEH LET H^I 
LET Ct==LEn*(P*<it^);jil|T P= 
LFT t1=KM 

IF M=FK THEM L£T E*?"«UL1}R0N" 
RETURN 

PRINT TAB«,Y);A*!ftETfi»lf 
aSsPRir:PRINT 

PRINT "THE POTIflK 'Ml W£^PRII*T 

FOR M TO 4 
1^650 LET N=]NT(RNDfll*3)+5k£T hiU=k 
iiO PfilNTiPRlNT|Ni" "iPtlD 

680 PRINT "PRESS RETURN TflftftV 
•A690 IMPUT UjCLSiRETURN 
3^700 DIM Ptl4)i£)IM N(4J;BII1 C(4) 
WIO MM G*(5) 
720.F0R M TO 4ffiEAP P*(I):SE)(T I 

m mi nm of i»^v*s*^ ^ 

740 LET Kf=^'>^===>====)====)====>====^ 

^750 FOR M TO 5:LET -6*ii-l)=niD#(H*,l|l+20) 

760 mi IiLET 6D=1 

770 RETURN 



430-480: Pxlnt n«w section of 
gvonnd and move the object aloi^ 
to pt^tion P . If object 1b past the 
witch (i.e. P^2aj^^imili4r(ia^|L 
new object). 

400-500: Flint witch. 

Sia-B20:"Unpri&t"witolL 

330-S40: CapfMN^ee^ift^^ibE 
witch. 

550: Chooses an ofaject. 
9: i^andom c|tuL&c^ 9! object 




S?d:PDt»fixRt Utter of 6l|ecrl;;iii<3 
indB«t«po^tioiiPto 1. 

S80:I]ima$esdl]i|ect«o«Q^a^M. 



590: If M oqnals maximum 
of di^ectB allowed, then C$ 



610: General tmbroatine ti» 
ciinor veady for printm?- 

£20^690; Choose and print reoB!^ 

700-770: Set up data for start of 
ptogxain . P$ holds names of 
objects. H$ holds symbols for 
ground. Line 1 SO moves the > 



ItliidfwlUSuperwltchdotoy^ 
you fail? Try adding comments / 
and penalties to the game, 



10120 
A120 

• 12D 

• 125 

-kill 

■ 530 



JF mni'"' THFW EDTO "JO 
GET HilF H=^" THEM GOTO H 

IF Its" THEN fiftlO 9a 

»Fn5,i 

,550,5*0, i50 Replace RHDfSl itith RND 
,550,5^D,6SO ffepiau mHiii Hith RNGIOI 
LET C*=PJER,l}fLET P=I 




AMC print CHPIil"?)!FOft LL=1 TD y^PJimi 
NEUiPRINT rflB^n;fit:RETLiR« 

• aO VTA9(Y^:HTAB[K):P^im AfilERttH 

Am,m Replace CLS with PffNTtHNfMTl 

• i;Cti9& Replace CL3 witn HOME 
^700 J9IH P«(4,i5):D!M NUliDlH GU). 
2CS710 1III1 6$eS,2;} 





'mropuzzle 

What 'slai^ned? 
Where ai« y«)fb? 

Everything ap]^^^ fairly nomial, 
though you dof^^ Mt^ck. 
Better t^e ^ look l^mndand see if 
yon find out what> going on. 

(^S^l^^^t yomr^^^omputer in two word senten^^^ 
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How the program iHrarl^ 



iO GDBUB 1570 



20 RESTOR£;Fffi hi TU RjfiEftD DI;NE)T I 

^0 aS^PRINT -MICRO PUZZLE" 
40 PRINT 



6i IF MO AND 



70 FOR m TO i 
30 IF L(I;3=8 m mi 



100 PRINTf PRINT "VGU CAN SH 'i 

110 FOR 1=1 TO LEN(R*iR)) 

O120 PRINT rtIMtRt.(,.R),l,U:r/J 

130 NEU r 



i4ft-MttI^f{{iNT " 



160 IF Fiii) = l THEN PRINT "SELF SESTRDCT COUNTDOWN AT ;'^;L 



t70 PRINT "WHAT WILL VDU DO NOr; INPUT S* 
m) LET V$=^":L£T ^$^''t[£l VB^OjiET DHzLET LI^l^iBf) 
^190 FOR 1=1 TO LI 

itmo IF HIDIiQt, " AND n^^' THEN LET W=L£FT$(S*,I-U 

:^2io IF Niiffi^^w,i)<>* * m mi^' Mm let »$«RifiHT«:a*tlMHLiT i*Li 



1 20-220: Get your iuBtrocdonfi aiul 



230 IF U-"" TKEN LET W=a* 

40 fm M TO V 

2S0 IF n=Him T» LET VB=I 

240 ftEH i 




270 GOSUB 440 



270: Gmii toaiibMiilliie ttt clieickfeeb^ wwd. 



280 IF tUS LET VB=VM 

290 IF HJ>"" AND 0B=0 THEM LET M="THflT IS SlLir 

300 IF Wt="" THEN LET Hi="! NEED JWO WORDS" 

310 IF vB>v m am then let «*="you can't "fSt 

320 IF flND DB=0 THEN LET HI="VDU DD NOT MAKE SENSE" 

330 IF AND aB>0 AND OB<=S THEN LET W='¥Dlj DO BDT HAVE HBI 



280-330: S«l 19 mes>»g«s if 




340 LET L=L-1 



350 IF VB>14 THEN GDTO 380 3S0-3S0:G«»to 
s>JfiO m VB GOSUB 430, 550, 550, 550, 550, 550, 550, 550, 760,790,790, 360,920, 970 subrontina 
370 eCTO 390 ^SSXed. 

,llO0,Ua0,1250,1320,1340,Wl>.14&0,3460,151O,lS40 



390 
A40O 

410 
420 

m 



IF fil4!*0 dm L>0 THEN GOTO 20 

IF L<1 THBJ LET Nt='YDy HAVE m OUT OF TIHE, THE HftXIJtfSERjaf OESIfiUETIiJJ 
PRINT KtiPRlNT "GAME OVER" 

IF L>0 THEN GDStJE 1510 /^J" .„ . 3M-4W!J?n#i!(«wi^ 

STOP 




FOR 1=1 TO W 

NEIT I 
RETURN 



Type I if yon want 
iiiTentoiy(tbatis, 
what y oit are car: 



m ?nm 'm are catomj^ 

m FOR 1=1 TO 6 

500 IF L(I}=^25 THEN PRINT ^iUj'^} 
5i[J NEXT I 
520 LET 

530 GOSUB 1550 
540 RETURN 




sntan V 
r a list of J 



440-4ZQ!:SiEliroidIiiA which oheol^tfaiK^ 
word is ORCompnter^ object list. 



550-750: Subroutine which deals with 
youi instrnctioitB olMiitwliicih.ifireGilioli 
yoawanttogo. 



550 LET D=0 

560 IF DB=0 THEN LET D=VB-2 
570 IF 0&)24 THEN LET D=0B-24 
530 IF R=19 ANn D-& THEN LET D=4 
590 IF fi^20 flNC D=6 THEN LET M 

m IF R=20 AW I)=5 THEN LET D=3 

610 If F(9)=0 m R=20 AND D=^ THEN LET h$="THE CAT WILL Ml UT YOU^^RETUBti 

■ 620 IF R=2 AND L{1J=25 AND D=3 THEN LET 11*=ttHrRETURN 
630 IF R=7 mb F(3)=0 THEN LET WI="AN MGRY HOUSE BARS VOUR WAV'^sRETLRN 
m LET ff»tOiLET fiL:=LEN(R$(Ri) 
650 FOR 1=1 TO fiL 
LET Ut=HiD*(Rt(ai 

IF AND 0=1 AND Fa3)=&) THEN LET R=R-6fLET F(131=l 

IF tU*="S" AND ^2 AND Fil3)=0) THEN LET fi=R+i:L£r F(131=l 

IF mS D=3 AN5 F(13J=£)) THEN LEI M^UW Fil31=l 

i¥ m^F* m »M w mm then iet M^iiiir f^iii^i 



670 
6G0 




710 »£ JT I 



LET f1*=^^0K^' 

IF F(I3)=0 THEN LET I1J="VDU CANNDT GO THAT tfftV 

IF D<i ms^m 

RETURN 



Have Ftm played a few tim w 
and decided yon^ll never be 
aide to win? Ton can give 
youzfielf mare time if yon Uke 
by puttinir a higher value for 
L in the middle of line 1910. 



760 
770 
780 

800 
BIO 
B20 
930 



B50 
860 
870 



890 

900 
910 



a93Q 
?4fif 
950 
960 
970 
9B0 
990 

im 

1020 
1030 
1040 
1050 
1060 
1070 

s^ioeo 

1090 

1120 

1130 
1140 
1150 

^im 

1170 
1180 
1190 
1200 
1210 
1220 



LET H*=«ARE VQU PRACTISING FOR THE OLYMPICS?" 
IF F(iO)=l AND {R=9 OR R=3) THEN LET HM'IT IS TOO FAR TO MP' 
RETURH 

IF QB-B THEN LET flt=V$+" THE "+W$+f12l: RETURN 
IF I3B>G THEN L£T hl="I CANNQT GET THE "+WtiR£TURN 
IF umOR THEN LET H*="IT IS NOT HERE" 
JF F(OBH>0 THEN LET t1$=^HHAT 
IF L«0e)=25 THEN LET H^"YDU ALRHDV HAVE IT" " 

RETURN 

IF L(0B}<25 THEN RETURN 
LET H*=^'NOT R£ALLy)"!lF OBOl THEN RETlifiN 

■PUT KEy Hmv 
INPUT Ms IF N*)"* THEN fi{3SUB 440 

IF (OB-B OR mm 'mmx mm^^mf\0 f rnmrn um 

RETURN 

Ln)=25 THEN LET F(ll)=lV[fT F(J)=0!LET Li3)=0:LET 
L(7)=25 mi R=20 THEN LET F(9}=liL£T l1$=M$+f161 

IF at*li T^lKUB 970 
RETURN 

LET M$='^N0THIN6 DF INTEREST" 

IF 0B=16 AND R=12 THEN LET Fi2)=0!LET H*="IT IS HICRO - %R' 

IF DB=24 AND R=21 THEN LET «="SD(fETHINE INSIDE* 

IF 0Bsl9 ANS R=24 THEN 60^11 

IF DB=23 AND R=i2 THEN LET n$-m 

IF 0B=7 THEN LET H$=MT CONTAINS A LARGE FLV" 

IF DB=9 R=20 AND F(9)=0 THEN LET rt*=^^IT BiTES AND SCftATCHESP 

IF 0B=4 THEN BD3UB 1080 

IF QB^l MJfi L(n=25 THEN LET H*?*THE WER 'til' IS ENBRAi/ED ON IT* 
IF OM iffl La}=25 THEN, tEI »*='THEJS IS A IBM BUTIDN* 

RETURN 

=4 m LiOB)=25 THEN UT tlHFt 




IF F(lU=0 
IF FiiUM 



LET H$=NG*;iF 
RETURN 




760- 1 500; These are subzoutines for the 
verbs used in the piogiam. Look for the 
linf» wldch f«Ly JIElTIISIjf t o see where 



m m nm w mv 



% 

LET WJ^""! 
INPUT 

IF W*)"" THEN GOSUB 440 
LET Hi=" CANNOT TIE IT TO 
IF DB4i ANB m M pm»i:tET LtSJ^OiLET 

RETURN 

IF 0B=5 AND Ff5)=0 THEN LET Mt="IT IS NOT TIED TD ANVTHINGf" 
IF 0B=5 f\m R=9 m Ft51=l THEN LET R=8iLET FiiO)=OiLET K*="DK" 
IF 0B=5 AND R=8 AND F(5)=l THEN LET R=9:L£T F(10)=1jL£T n*="DK" 
IF OB'i! ANS R=9 THEN LET Nt=«IT IS TOO SMOOTH TD CLIHfl" 

IF sm mms wi let mmi 



Unless you aie using a 
Spectrum^ you can leave 




I24D 
1250 i 
1260 
1270 
128$ 
12?^ 
1300 
1310 
1320 



1340 

^^1350 
1360 

1330 



RETURM 
AT HHAT" 



RETURN 

F m:>b OR THEN 
LET W$=""!PRiNT ^PflJNT IT 

imj m 

W THEN GGSUfl 440 
I? #=22 THEN -LET f (4) =1 
LET Mf^-VESV HELL" 

RETURN 

IF 0B=3 mit L^Dfi)=25 THEN LET UOB)=0!LET M*=^*HM CHDHP^' 



Thi£ |>i:o9tam is not 
explained as Mly as s ome 
of the others so as not to 
give you too many cliu^ 

about the gam& Tif 
working out what atttbe 
lines do after yon Imvo 
jpl^ayetda iew tunes. 




MIO 
1^20 
M30 



IF 1DB=15 m 0B=17) m R=24 AND Ltl)<25 THEN LET MI»H9f jLET L-L"12iLET Ftlihl 
IF OR OB^iT) flNJ 1(11=25 THEN LET FU2)«liliT Jlt4IH». 

RETURN 

IF 0&^3 AWU R=7 fllVD L(0B)=25 THEN LEI F(3)=1:L£T L(OB)=0:UT .B=fl+l.;L£T B*^ 
IF L10B)=25 THEN LET LiOB^^fijiET H*=^™£^ 



IF R024 THEN LET H*="NOTHING HERE TO TVPE l3iil!":RETURN 

IF F[I2)=0 THEN LET m='mS TERMINfil M;N.O«*fiCT]yftTE*MREW^ 

LET M$=nHE TER^^INftL ECHOES ;"+WJ 

IF QB=ia THEN LET N*=^CODEMORB ACCEPTED'iLET F(171=l 

If 0S=20 THEN LET Wi^'mmkl ir 




1450 

CM47() 
1480 
1490 
1500 



IF R=I4 m D0=n AND L(8)=22 THEN LET L(e} = i4:LET ti*=MB*+HCf :fiEMiH^ 
3F R=M AND OB=n ^IWD LE8) = 14 THE** LET U8)=22fiET i1|==flBI+8Dt 

iF F(15)=l THEN LET L(1)=L(8) 

IF DS=21 m Fi6)=l mi L(6)=25 m R=13 AND F(17)=l THEN LET B=B+i0;L£T NI=hE*:LET F(i^) 
RETURN 



1510 LET S^OiFflR I«l ' 
1520 IF L(I)*l2S l»m S*S+1 

1530 mi I 

JS40 S^Sfp; PRINT "VDUR SCORE = ^^;S 

1550 IF F(14)=0 THEN PRINT "PRESS RETURN TO CONTINy£\^ INPUT Qt 
1560 RETURN 



1510-1560; Scoring 



1570 LET s/=24:LET H=31}L£T fi=8 

£1580 Ditt R$m)mn mxmimn mm 

1590 DIM L(6);DII1 F(17} 



1570-1990; Set up vaxtn^fitmmd 
dlmeft^ion arrays. 



1600 DATA "INSIDE THE MOUSEHDLE - IT IS VERY BARK IN HERE" 

1610 MU "AT r^QUSEHDLE IN fi CORNER DF THE RODH"/'0?^ THE EDGE OF A KIGH TWte* 

1620 DATA "AT THE BACK QF A HALLWAr\"IN fi STORAGE RQDr',"IN THE KITGHEH" . 

1630 DATA -FURTHER DOWN A DARK SMELLV TUNf^EL" , '^BV A RAILWAY SIDING" 

1640 DATA "ST THE BASE OF A TALL PLASTIC TREE ON THE ED5E OF A HIGH TABLE" 

1650 DATA "OUTSIDE THE OPEN MOR OF A« OMY PRSPOfiTIOSED 

16iO DATA "IN ft YELLOW FRONT ROOM", "BY A TV SET ftND ft ftEI^JE8* |iMfl48lO; itetalinoi 

1670 DATA "AT THE END OF A dM imtL' """'"^ 

im DATA '^BV A LARBE SWITCH CONNECTED TO THE RAIlHAy TRACKS" 

1690 DATA "ALONfiSIDE THE WINDING TRACK" 

^1700 DATA "AT THE E#ID OF THE LINE-THE TRACK DISAPPEARS THROUGH A WILE IN THE MLt*' 

1710 DATA "BELOW A WHOLE WALL OF OVERSIJED VIM) SCREEJfS^ 

1720 DATA "STANDING ON THE PfAHMISER PAD" 

1730 DATA "DN A SHELF OF DISTURBING APPARATUS - T*^£RE IS A STOOL NEARBY" 

1740 DATA "ON A SHORT STEP STOOL" 



1/50 DATfi 
1766 DATA 
1770 DATA 
1780 DATA 
1790 DATA 
IBOO DATA 
leiO DATA 
lfi20 DATA 
18^0 DATA 
1840 DATA 
Aia50 DATA 
I860 DATA 
1970 DATA 



"ON THE FLOOR OF m OVERTURNED BOK DF BfiDKEN ELECTRONIC PARTS* 
'AT ft HOLE m m mi FROM MHim A SAILtlAY LffiE ESERSES" 

"AT THE BASE OF A SWIVEL CHIflR'^ 

"STANHNE DN A COHPUTER imiMkL «lTti A SECflUfilTY IDCK" 
16^32,3,21,5,17,19,14 

"EJ(AHINE%*READ%''TlE%^TLIMfi\7DINT%"EAT%mDCK^ WEV/'TVPE" 
"PRESS% "SCORE% "SE% "SH\ "SP/SW£% "«E% "SN% "NS% ^^^^^^ 
''Er/^W%"NS%"N£\^Er/r/S%^'E",''NED\*EWUD\"Er/'EW%''NEW" 
^^KEV% ''CASSETTE", "CHEESE", "PAPER" /THREAr, "REMOrE-CONTM" 
''BDTTL£% "TfiA]N^"CAT^ "S«1TEH% 'TUNNEL^ ''TREE\"HDLE" , '^HOUSE^ 

'•VI^U* , ''E£lHPyTER% 'SROCER « , ■TERHISftL", ^ 1 11 " j "BUTTON " , "IIAX! H ISER- 



KM .m 




x>19iO LET R=11:LET B=3:LET L=100:LET i1t="Y0U AMEIJ./sLET HH*="TERKINAL flCTIVE' 
O 1920 LET f11*="YDU CANNOT Iffi THE KEV THfiOUGH^sLET H2*=" EH? VERV FUNNV!' 

LET nZ%='m HAVE THE ":LET M«=-ftELL DD»EI"!LET MGJs-NOTHING DF IJiTESEST" 
^1940 LET )*5I="A LOUDLY BUZIIN6 FLY FLIES OUT": LET HBt=nHE TRftlK^Wffi^* 
jS£1?S0 LET H7*="IT IS JUST A BOK WITH PHOTO STUCK ON":LET M9J="t' TAMPER 
^>:19iO LET M6^"IT JS SECURELY TlED/'iLET m=' AND THE CAT CHASES AFTER IT!" 
*1970 LET mi^'m MOUSE RmS OFF WITH !T.";LET f1F$= "TERMINAL PA5SW0RD-H0*(18} 
01¥SO LET MC*="INTO SIfiHT AND STOPS HERE'^iLET «D*=^^lWftV AND INTO A TUNNEL" 

mm LET n£$^^immmmmm mm. m ase mimm^ n muL W 

20QO RETURN 1910^2000: SetntimenageB. 



Conversion lines 

^30 REpUce CLS ^iih PRINT CHR$(147) 
130 REphce CLS with HOHE 

. . . FOR SPECTRUM USERS ^ 



520 PRIWT RJfRJ};%"; 

i90 FOR E=l TO LI-1 

20i) IF S*fl)=" " AND Vf=''' 



THEN LET y^=Q^^ TO I-]) 
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210 IF QfiM)<>" " AND VIO"" THEN LET W$=EJS(I + I TD ):LET KM 
2ZS IF LENWX7 THEN LET Vt=V*+" "seOTD 235 

3i0 GDSU& 4m(yB=l)+550*(yB>l AND yEi<9) +7tOMyB=9)+7?0*(Ve=10 OR V&=U) 

fS60)tLVB=12J+920*iVB=^13)+970*[yB-14) 
380 GOSU&. iaBOHVB=15nnOtH[Vfi=16)+nBO*fVB=I7j + l250*tVS=13) + t320*(VB=19)+1340*(VB=20) 

^^i:70*(VB=21) +1400* (VB=22)+t460#(VB=23) +1510* CJB =24) f 1560#(VB=25) 
440 IF LENlWtXH THEN LET mm^' "iGOTD 440 
445 FOR 1=1 TO ^ 

660 LET U$=R*(RJ) ' ' 

900 IF (OB=^B OR m^'OH "+0$(B)+^' ' THEN LET M$="WELL DONEl'^rLET FfI5}=liLET L(1)=R 

1530 DIM Rlt24,4)iDIrt 0$(K,14):D1H H$V-},T} 
1910 LET R=lirLET B=,a:LET L=1()0:LET m="m AWAKEN,/' 
Lines 620, 790, B40, 920, 930.1010, 1010.1160.1340,1350, 1370, 1460, 1470, 1490 
Replace Hi} to «H* in these lines with the te^t inclines l?lO to 1990 
eg. 620 IF R=2 ftMD l[W=25 M D=3 THEN LET n$="VOU CANNOT TAKE THE W THROUGH^RETURN 
Leave oitt lines 1920 ta 1990 



Answerstopiuztes 



Heire are the answers to some 0f ^ 
puz^s in this hook* 

Skulls of The Pyramid 

To add more alnills,t change the 5 in line 
260 to ahigherinuiiber. 

The limits of the niimbeir to be scored are 
set in line 20, As the program stands the 
number chosen is between 10 and 39, If 
you change the 30 to 40, you will get a 
number between 10and49. If yon also 
change the 10 to 20, yon will get a number 
between 20 and 49, 

Monster Wrestling 

To telciease the number of loimds, 
change the number 1 1 in lines 260 and 
550 to a higher nnmb^r. (]t mnst be the 
same in both.) 

If you increase the number of roonds, 
you may want more panics. To getth^e, 
change t he number 4 in line 440 to a 
higher number. 

Jaws 

To malce the hunter move more often, 
decrease the vaiiie of Uinline 30^ for 
example to 0.8. 

Flying Witches 

If you fail the program goes either to line 
240 or 250 for a message. Change these to 
whatever you like. 



Usborne Computer Books ' 



''Highly recommended to anyone of any age/' CornpuXingJodaY 
'Without question the best generai introduction tocomputing I haveever 
seen. "Personal Computer World 

. .perhaps the best introduction around. . .outstanding. . ."Educational 
Computing 

"These books are outstanding . . Ahey make all other young people's 
computer books look meretricious. "Times Educational Supplement 



Guide to Computers 
Understanding the Micro 
Computer and Video Games 
Computer Jargon 
Computer Graphics 
InsidetheChip 
Computer Programming 
Practise Your BASIC 
Better BASIC 



Machine Code for Beginners 
Practical Things to do with a 

Microcomputer 
Computer Spscegames 
Computer Battlegames 
Write Your Own Adventu re 

Programs 
Creepy Computer Games 



New Titles 

Programming Tricks & Skills Professional tips and tricks for better 
programming. 

Experiments With Your Computer An exciting introduction to scientific 
investigation with a microcomputer. 

Expanding Your Micro A detailed guideto add-ons and interfaces. 

Write Your Own Fantasy Games A step-by-step guideto writing fantasy 
games, with program listing. 

Weird ComputerGames, Computer Spy Games Short listingsto run on 
most main homecomputers. 

Mystery of Silver Mountain, Island of Secrets Unique adventure game 
books containing full program listings. 



ISBN 0-fitQ2a-fl27-3 




9 '7S0860"20 



8273 



"i inted In Bel giuiii 



99p 



